































































ACTIVISION. | 

COMPUTER SOFT WARE CART RI D GE _ 

LIMITED ONE YEAR WARRANTY 

- Mlvwi, be uratrwhtaiHf n r igi MJ HMumim 1 (Hifrlittfini tHhliAchwjim r a*! iiHy I 
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4sco«fed Ea be rrtfetfivfl within jhev/afrMEy paiotf upon secepi of ihe cartridge. pasiage part *iih 
primal cf dola d (hmeN so, a' H-v e Wto n.bd cw 
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orfEhis cartridge. 
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ORIENTATION GUIDE\ 





































BEAMRIDER 


The R esi rictc r S hield, 9 9 sectors d eep, n ow so rrou n ds the E arth. Yo u a re the B eamride r, on a 
miss ion to c Je ar the Sfiietd.There /on must demolish art onsl aug N of aUen- Iri^hts as vo-u dodge 
from beam to beam. Sector after sector, the deluge deepens... 


INITI AL SET-UP 

1. Insert cartrid-g e into you r gain e s yste-m with Ihe power OFF, Th en him power 0 N 
2.2G00' users, sJtipIo number 1C. 

3.. Select number of players hy pressing I he apprcpr?aie number. 1-4, on controller keypad. 

4. Select level' pi difficulty by pressing its cone spending number uni he keypad. 


Begins at sector: 


Level: 


2 

3 


5 

10 


You will immediately be in the Space Station. Its control panel dis plays your score .Swore serve sh ips, sector, 

number ol enemy saucers in sector and three torpedoes. 

5. To start the action .move the Central Stick up. The hatch doors will open .thrusting you through 
hyperspace to the Restrictor Shield. 

6. Your Light Ship will movelefl or right when you move the Control Stick left or right,To lire laser lariats, 
press the left side button. To lire torpedoes,press the right side button. 

7. To he g iin a n e w g ame at any I ime. pres s Resel on the game console 

8. Pause the action whenever you like by pressing zero (Of on the hand controller,Screen will go to black 
To resu me the game, press any oth or key. 

9. To drop out ol a multi-player game without interrupting the other players.press 6 on the hand 
controller whe n your tu rn begins .Your score wil I bo om itte d and the sequ ence of play will adju st to the 
remaining players. 

10. On the 2600' Press reset and move Joystick lo start the action. Laser lariats a re fired by pressing the 
red button: to lire torpedoes.push J oystick forward. 

11. Use Efts toft difficult switch to s elect 260D' level of drfficuJty: A= Advanced, B=B asic, 

12. Turn power OFF before removing carludgu, 


BEAM BEARINGS 


The Spa ce Station, Wh soever your shij3 is destroyed or wh en yg u complete a sector, you will return via 
hyperspacB to the space station. When you're ready to continue, move lha- Control Stick up The hatch doors will 
open end you'll be on your way, Hie Spaco Station does not appear in the 2600 ' version. 

Enemy Saucers: There are 15 enemy saucers in each sector. They all must be destroyed before you can go 10 
the n ext s ector Every time a saucer is h it, th e nu m her in the up per loft cor ner of Ih e screen wii I count down 
byone. 

The Sector Sent 3 n ei. Whe n all 15 while enemy saucers have haen destroyed in 3 sector, their $e ntine I ship 
will cruise across the top of the beams. Only a torpedo can destroy it, 

Weapons. Laser lariats ere only effective against certain invaders [sea "Dangerous Encounters") Torpedoes, 
however, wil destroy the first object they meet on a beam. You are only given 3 torpedoes per sector. Use 
Ihem sparingly since they are your only weapon against the Sector Sentinel, 

Yellow Rejuv^nators-Occasionally yellow nejuvenators will float through the beam matrix. Allow them in 
land on your deck, as each connection wifi add a bonus shrp to your fleet J you shoot or torpedo a 
rejuve nato s by m istake. it wil I turn red ta the h eated b la at. Get out of the way 1 Hie wrec kag e will destroy you 
on contact. 

DANGEROUS ENCOUNTERS 

Wtth the first swi ng of you r laser lla rial, the wh ite ene my saucers approach But there's more, As you 
progress through Ihe Restrictor Shield, a sinister collection of aliens will materialize. A new danger is added 


with every other sector, up to sector IS. 


SECTOR 

CRAFT 

VULNERABLE 

] 

White Enemy Saucers 

Yes 

2 

Brown Space Debits 

No 

* 

Yellow Clirrper Ships 

Yes 

e 

Green Blocker Ships 

No 

8 

Green Bounce Craft 

No 

10 

Blue Chargers 

Yes 

12 

Drange Trackers 

Ho 

14 

Red Zrg Bombs 

Yes —| not in 2601 

Ho —l version 

15 

Magnetic Mines 


Only "vulnerable" objects are affected by laser lariats I saucers and chirpers are destroyed; chargers and rig 
bombs are deflected).Everything else can only be dodged or. in extreme cases, torpedoed. Magnetic 
Mines wili pull you over unless you keep moving the Control Stick in the the direction opposite the mme. 


SCORING 


Points are scored each time -an enemy saucer, chirper ship or Sector Sentinel is destroyed Point values increase 
as you progress lo higher sectors. 

The exact point value for each hit appears in red.brietly replacing your score the moment an enemy 
crafl is destroyed ion CoJeco version only] 

Abo, if you manage to destroy the Settlor SeniineJ, you II receive art additional bonus lor each ship in your fleet. 



(CampoSiie CalecD Screen | 


Yellpw Rpjuve'iatDr 
Green Blocfepr 


Blue Charger You r Light Ship 


JOIN THE ACTIVISION. "BEAMRJDERS" 

Beamriders are a breed all Iheir own. Part warrior, part astronaut and part daredevil If that sounds 
li \t 0 you, and if you've made ino sector 14 with a score ol 40,000 points or more, lorn the cJu b. Send us a 
photo of you r TV screen sh owing your se ctnr a nd score r a long with your name and addr e ss. and well 
send you the emblem that will identify you as an official Beamrider. Be sure to write 1 "Beam rider" and your score 
on the bottom comar of the envelope. Indicate Cctaco or 2600. 

















HOW TO BE A "BEAMRIDER" 

Tips from 0 ave R olfe, d es i goer of 6 eamrrder h 

Dsvs Rode is $ seamed software designer, with an academic background in engineering end computer 
science. In his spate time, he con be found bicycling orkmng to rock n toff. 

Greetings I ram sector 7 6 and moving! If you want lo make it to the outer sectors, pay attention to these tips. 

U asm a*n precise conirof by [Earning lo TA P tile Control Slick to move you r ship 3 sing le heam ai a tmte. And slay 
ne ar th o center hea ms so yo u wn n't gel boxed into a corner with n nwh ere to run 

Zap th e white enemy saucers as early in (heir approach a & possi his. And check this eut: Yen can hi! 
them when they're slightly off the beam, before they can drop their m issiles. 

'iVhen you see a yellowrejuvenator don r ! abandon all ca olio n as you m ove to catch rt or you'll likefy wreck 
your ship. II an enemy object is blocking (ho raj u Venator, you can use a torpedo to bias! it out of the way. Then, 
calcb the rafuvenator.But ramember,you only have three torpedoes and they're your only weapon against 
the Sector Sentinel 

And while we're on the subfed. when the Sentinel is about to approach.don't sit on the beam you plan lo 
shoot from. Green Blockers will swarm onto it immediately' Instead, wait on a beam you re not going 
to shoot irqm (like the one nearest the Sentinel's first sighting). As soon as the Blockers are 'locked 1 
onto that beenuip overto an unblocked beam and lorpodoSe ship. 

Last, bui not least, taketime to notice the enemy attackmpvemants They generally follow a pattern of 
molrnn that allows you !o anticipate many ef their moves. 

With practice, you’ll be in the outer sectors before Ion g. If yno g a! too fa r cut. c gm e down to E anh for a 
while and drop me a line. Because reading your letters is the next best thing to designing games. 



Cheshire Engineering's 
Dave RolfeiUand 
Larry Z wick. 



Action Graphics 


Bea mriderlor 26 00 * adapted by Cheshire Engineering.Other adaptations by Action Graphics. 
















ACTIVISION* 

COMPUTER SOFTWARE CARTRIDGE 


discovered Id be defective witfiin the warranty period upon receipt ol the cartridge, postage paid, with 
proof of date of purdia&Mt ihe address b elow 


lire defer cartridge has arisee through ah use.unreasonable tse.rristoalnenl or neglect. This 

warranty is in lieu of all other egress warranties and no other representation or claims ol any nature 
shell be binding on or obligate Acton sion. Any rmplied warranties eppfica hie to this cartridge are 
limited lo the one ill year period described above, to no event will Activision be liable for any 
special.incidental, or eon-sequentia I dama ge resulling from possession, use or maIfunetion 
oil his cartridge. 

Some stal es do n ol allow limitations on how long an implied warranty lasls and/or ihe esrlusmn or 


saaiBiS CT^s 


;i Is ■> have other rights which va ry f tom stale to stale. 

ConsLjmrr Roplacfiments 

Consumer Relations Activision. Inc 23&0BayshoreFronlegeRrl Mountain View. CA 94343 


Get on our mailing list, or ask questions. Call us at (4151 940-6D44/5. 
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